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PLEASE!
PAY TO PLAY, OR EVERYBODY GETS DESERTED.

Developers of computer simulations use the money they make from the sale of their
products to stay in business. If potential customers steal their goods and services, prices
must be raised to compensate for the losses. Soon legitimate customers can’t afford to pay
the higher prices, and everyone loses.

DESERT STRIKE was produced for your enjoyment through the combined efforts of a
dedicated team at Electronic Arts. We—designers, artists, programmers, and other
committed professionals—depend on you to pay a fair price for our software so we can
afford to create and develop new and better games. We encourage you to play and enjoy
DESERT STRIKE with your friends, but please don’t make illegal copies of the program for
them.

Electronic Arts supports the industry’s effort to fight against the illegal copying of personal
computer software. Thank you for helping us in our effort to control software costs by
eliminating software theft. And please remember, copying computer software for any
other reason than to make a backup is against the law. Individuals who make illegal copies
of this software are subject to prosecution.
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DESERT STRIKE
- Amiga -

What's New

We know you want quality. So when it
came to designing the Amiga version of
Desert Strike there was one question on
everybody’s lips — what can be done to
improve the game?

IMPROVED GRAPHICS

The Amiga’s 64 colour extra half-brite
mode offered us the chance to bring you
realistic graphics including shadows,
smoke and shading. 64 on-screen colours
mean you feel the heat of every explosion.
To give the game greater depth the movie
sequences that explain areas of the plot
were re-drawn using a 32 colour palette -
they now look better and run faster!
Digitised screens and technical info
supplied by military hardware
manufacturers give a more authentic feel
to other parts of the game.

IMPROVED SOUND

Digitised sound effects taken from actual
Apache manoeuvres give you a seat of the
pants ride and a perfect excuse to blow up
the smallest targets!

A stereo sound system supplies the depth
and realism that you've always wanted.
And all this from a reservoir of music and
effects over 2 Megabytes in size.

The Story So Far

The Middle East. A melting pot of
religions, races and conflicting arguments.
Without warning a madman has emerged
from this background and threatened to
start Armageddon.

The governments of the world know very
little about this menace, the self-styled
“General” Kilbaba, but we have enough
evidence of his military capabilities to take
his threats very seriously. The President
has chosen you to fly a series of dangerous
pre-emptive desert campaigns to vanquish
this maniac.




Loading the Game

As the world is not a perfect place we are
unable to guarantee that your original
Desert Strike disks will last until the end of
time. What we can do is advise you to
make a copy of the disks and play with
the back-ups . If you ever experience
problems with the back-ups just make
another copy — simple as that!

TO MAKE A COPY OF YOUR

DESERT STRIKE DISKS:

1. Turn the Amiga on (Amiga 1000
owners insert Kickstart 1.2 or 1.3).

2 Insert your Workbench disk into
drive DF(:.

3. If you have a single drive system,

take the Workbench disk out and
insert the original Desert Strike
Disk 1 into drive DFQ:.

If you have two drives, simply
insert Disk 1 into another drive.

4. A Disk 1 icon appcars on the
Workbench screen. Place the mouse
pointer on the Disk 1 icon and left-
click to highlight it.

5. Pull down the Workbench menu
from the menu bar. Drag the bar
down to Duplicate and release.
Users with Workbench 2.0 or
greater: Select the Copy command
from the Icon menu.

6. Follow the on-screen instructions.
Depending on your system you
may have to swap disks from time
to time.

7. Once the computer has copied Disk
1, repeat steps 3-6 for Disk 2 and
Disk 3.

8. After the disks are copied, put your
original Desert Strike disks away
for safekeeping. ’lay only from
your copies of the original disks. Be
sure to leave them write protected
— push the black tab up so you can
see through the hole.

TO LOAD DESERT STRIKE:
1. Put the Desert Strike Disk 1 into
drive DFO:.

If the computer has a second disk

drive then insert Disk 2 into it.

When running from a single drive

system, the program will prompt

you to enter Disks 2 and 3.

Turn the computer ON.

3. The opening animations to the
game will appear, and set the scene.
If you want to skip these sequences
and go straight to the Main Menu,
click the left mouse button or fire
button on the joystick.

i

If you cannot wait to get flying, go to the
Quickstart section.
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The Main Menu
GATEWAY TO THE GAME

The Main Menu is used to choose control
and sound types, select your co-pilot and
enter a password. You will only see the
Main Menu screen at the very start of a
game or after a password restart.

DESERT STRIKE
EHOGSE YOUR || CLRFENT COFT
EQ-PILOT

CHOOSE CONTROL METHOD |
.EE.ZIUND .
TIN GAME MOVIE SEAUENCES |
"ENTER PRSSWORD

ART CAMPAIG

SELECT YOUR CO-PILOT

Left-click on the button to go to the Co- The Co-Pilot is responsible for aiming the
Pilot screen. gun and operating the winch. All the Co-
Pilots have combat experience and are

capable of “mixing it up” with the best of
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CO-PILOE

them — although some are better than
others. Choosing a capable Co-Pilot makes
your job casier.

The Co-Pilot screen gives you the
lowdown on every person available. The
mug-shot is accompanied by the
individual’s name and call-sign. Read the
information below the photo for a brief
profile of the Co-l’ilot.
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To view another Co-Pilot left-click on the
NEXT button.

Once the Co-Pilot you want to fly with
appears on the screen, left-click on the

EXIT button to return to the Main Menu
screen. The Co-Pilot’s name is displayed
next to the button.

SELECT CONTROL TYPE

Left-click on the button to go to the
Control Type screen.

DESERT S’l'lﬂl(l{

T GAMH CONTROL

button  control type icon

Choose to control the Apache using the
Mouse, Joystick or Keyboard.

To select a control type left-click on the
button next to the icon — the icon becomes
highlighted. left-click on the EXIT button
to return to the Main Menu.

For information on controlling the Apache
see Controlling Your Chopper.

C BN & s -

SELECT SOUND MODE

SoUND

m

This selection controls the in-game sound
effects. left-click on the button to switch
between ON and OFF.

SELECT IN-GAME MOVIE
SEQUENCES

T BANE MEVRE SPRUENEES | o

The Movie Sequences are short animations
that relate to key moments in the game.
The loading of these sequences interrupt
the action so you may want to turn them
off.

To switch between ON and OFF left-click
the button.
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ENTER PASSWORD

Passwords are given when you complete
one of the four campaigns. They enable
you to restart the game at the stage you
left it, kind of like a save feature.
Left-click on the button to go to the
Password screen.

DESERT STRIKE

text box

A red cursor appears. Use the keyboard to
type out the password. Left-click on the
Main Menu button to return to the Main
Menu screen. If your password was correct
the name of the campaign you were
playing appears in the box next to the Start
Campaign button.

START CAMPAIGN

The text box next to the button contains
the name of the current campaign.
Left-click the button to strap on the
Apache and go find some baddies. Before
entering the mission you are given a
briefing by the commander-in-chief, who
tells you the targets.

Controlling Your Chopper

Controlling a multi-million dollar
helicopter isn't as difficult as you would
think.

The Apache flies at a constant altitude so
you don't have to worry about the ground
— that’s the good news.

The bad news is the occupying army do
not agree with your campaign orders and
want to stop you from saving the world. It
is this attitude which presents you with a
problem. They will stop at nothing to try
and shoot you and your Apache out of the
sky.

Fortunately for you the Apache is capable
of travelling very fast and turning around
quicker than the average anti-aircraft gun
— if you tell it to.




JOYSTICK CONTROL

Be a real chopper pilot and use your stick!

Roll Left Fly Forward Roll Right

Fire
Active
Weapon

Fly Backwards

Hold down Fire and move the joystick
Left or Right to side slip in the chosen
direction— the Apache continues to fire as
you do so.

Select active weapon - Space Bar

View Map screen - F10 or 0 (zero)

Quit the game and restart mission or
return to Main Menu - SHIFT and ESC.

Note: If your joystick has two fire buttons,
the second button may be used to select
the active weapon. This method is not
guaranteed to function on all two button
joysticks.
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MOUSE CONTROL
Roll Left Fly Forward Roll Right

4d A A )

v Fly Backwards v

Fire active weapon

Select Active weapon

Hold down the Left button and move the
mouse Left or Right to side slip in the
chosen direction— the Apache continues
to fire as you do so.

Pressing C centers the mouse control from
any movement.

View Map screen - F10 or 0 (zero)

Quit the game and restart mission or
return to Main Menu - SHIFT and ESC.

KEYBOARD CONTROL

- Pitch Forward

- Pitch Backwards

- Roll Left

- Roll Right

- Fire active weapon

- Select active weapon
- View Map screen

- Quit the game and restart mission or
Return to Main Menu.




The Map

cycle arrows

st 1 mission!

apache information

Press F10 or 0 (zero) on the keyboard to go
to the map screen.

The Map fulfills a very important role in
the game. [t is a contact with the world
outside your Apache cockpit.

While at the map screen the game is
paused. The Apache is not using fuel and
enemies are unable to cause any damage
to the helicopter.

Use the map to call up a wealth of
information on any campaign target, check
out the locations of important items and
find out your campaign status.

To see the different functions of the map
screen, use the mouse or joystick to move
the highlighter over the function you want
to use and left-click or press the fire
button.

To leave the map screen, move the
highlighter to Exit and press the fire
button.

MAP FUNCTION

The map itself shows the region in which
you are flying. The Apache shows up as a
spinning white cross. Cycle through the
targets and items by left-clicking on the
cycle arrows. As they appear in the text
box so they appear on the map as flashing
icons or coloured dots.

STATUS FUNCTION

RADAR SITES
FOWER STATION
ATR FIELDS
COMMAND BLOGS
SECRET AGENT

| STATUS!. 7 MISSION!

The status display gives you a report on
your progress in the campaign. The
mission targets are listed, their status
appears next to them. A red status
message means that the relevant mission
has yet to be completed.




MISSION FUNCTION

cycle arrows

| MissioN

Every target and object on the map has a
file in the mission log. The file displayed at
the mission log screen always corresponds
to the target or object in the text box. To
view information on another subject, left-
click or press the fire button on the cycle
arrows.

A number of missions have definite
parameters that must be followed. Use the
mission log to discover exactly what has to
be done.

Armour Points

Some of the targets have Armour Points.
The number represents the amount of
damage that target can take before it is
destroyed.

Power Points

The enemy's weapons have Power Points.
For instance if you get hit by a Rapier SAM
which delivers an awesome 100 point
punch, your armour will lose 100 points.
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APACHE INFORMATION

Use the two info boxes to find out how
much ammo you have left, the Apache’s
fuel and armour state, the number of
MIA’s aboard and your remaining lives.

The ammo carried by the Apache is listed.
The remaining Hydras, Hellfires and gun
rounds are shown by a number next to the
relevant weapon.

dyEs
Lafn

FUEL
[FOMWEFR

The Apache’s fuel and armour states are
shown here. These are perhaps the two
most important numbers in your
campaign. Check them often.

The box also tells you how many MIAs
you have picked up. Your load can be a
maximum of six.

For more information, see About the
Apache.




About the Apache

The Apache helicopter is a machine
dedicated to destruction.

Packing state-of-the-art weaponry, the
Apache is capable of saving the world
from “General” Kilbaba — but only if
flown correctly.

Apart from your flying capabilities there
are three other factors that affect your
performance — fuel, ammunition and
armour.

FUEL

The Apache can carry a maximum of 100
units of fuel. If the helicopter runs out of
fuel it is unable to drive the rotor — and
falls to the ground. When your fuel load is
down to about 35 seconds worth, you
receive an audible warning accompanied
by an on-screen message. More fuel can be
obtained by picking up fuel barrels.

AMMUNITION

You have three weapons available to you:
the chain gun, Hydra rockets and Hellfire
missiles.

The chain gun is aimed and fired by your
Co-Pilot who should target the nearest
enemy. Having a good hit rate depends on
the aptitude of the Co-Pilot. The Apache
can carry a maximum of 1178 cannon
rounds.

1

Cannon rounds can be obtained by picking
up ammo crates.

Hydras are unguided rockets that explode
on impact with hard surfaces. They follow
a straight line from the Apache until they
meet the ground or a target.

The Apache can carry a maximum of 38
Hydras.

Replacement Hydras can be obtained by
picking up ammo crates.

Hellfires are guided missiles that, once
released, follow a route to the nearest
target. Because of their destructive
capability they are best used against
heavily armoured enemies.

The Apache can carry a maximum of 8
Hellfires.

Replacement Hellfires can be obtained by
picking up ammo crates.

POWER

The Apache is protected from bullets,
shells and missiles by a layer of armour
which is measured in power units. The
maximum amount of power is 600 units.
As the helicopter is hit, the number of
units goes down. When the armour
surrounding the Apache becomes so thin
as to be life-threatening, you receive an
audible warning followed by an on-screen
message.

You obtain replacement power points
when you drop MIA’s at Landing Zones.
Alternatively, you can pick up cases of
armour.
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THE SUPER WINCH

Used to lift people and supplies into the
helicopter, the winch can be upgraded by
picking up a ‘super-winch’. Combining
great power with a faster lifting rate the
super-winch is essential for tight situations
when getting in and getting out in the
quickest time is essential.

EXTRA LIFE

If you're lucky enough to find this item,
pick it up and guess what? Yep, you'll get
an Extra Life!
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The End of a Campaign

After you've battled through a campaign
— leaving a trail of destruction from one
side of the map to another — you receive a
debriefing. The debriefing gives you
details of the enemy that were destroyed
and other such important information, as
well as your score.

If the game ends due to you losing all
three lives — maybe you had a bad day or
you just weren’t concentrating — a screen
appears that allows you to return to the
Main Menu or Start the Campaign again.
left-click or press the fire button on the
corresponding button to select.

THE PASSWORD

At the end of each successful campaign
you receive a password. Make sure to
write it down if you want to return to the
game at the beginning of the next
campaign with your score intact. The
password does not save your Co-Pilot
selection.

SNAFUS

This unlikely looking word is no laughing
matter. If you experience a ‘Situation
Normal — All Fouled Up’ then you've
done only one thing, jeopardized the
mission by probably being too trigger
happy. A SNAFU occurs when you
destroy an object or person vital to the
campaign. A message appears, requesting
your company back on the Frigate. On
landing a red-faced General will make you
feel very small and then tell you to get
back up there and try it again.




Campaign Overviews

The campaign overviews give information
about the game that makes it easier to
play. In no way is the reading of these
overviews crucial to the completion of the
game.

If you want to be a real hero, do not read
any further!

We recommend you use these overviews if
you are unable to understand the
information given to you at the map
screen.

Campaign 1 - Air Superiority

The explanation of the first campaign can
be used as a quickstart to Desert Strike.
After following this quickstart you should
read the earlier parts of this manual for a
fuller understanding of the game.

This campaign takes place in the morning,.
Once you begin a campaign you should
not land on the frigate until all the
campaign’s missions have been completed.

Quickstart

For the purposes of this quickstart, the top
of the screen is North.

Using your control device, lift the Apache
off the frigate’s deck.

For more information on controlling the
helicopter, see Controlling Your Chopper.
As soon as you lift off, press F10 or 0
(zero) to check out the map. Your first
objective is to destroy the flashing radar
sites.

STATUS
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Using the mouse, move the pointer up to
the Cycle Arrows and left-click the right
arrow until the symbols representing AAA
(Anti-Aircraft Artilery) appear on-screen.
As you see, the radar sites are defended by
a number of these guns. Now move the
pointer to the Mission button and left-
click. The information tells you that the
AAAs are not heavily armoured and only
pack a 20 point strength. You should be
able to handle them easily.

Return to the Apache by pressing F10, 0 or
left-clicking on the Exit button.

Fly to the southernmost radar site.

On your way there you may fly over
soldiers fighting on the ground below.
Soldiers dressed in brown are MIAs in
need of rescue. A rescued MIA will restore
150 points to the Apache’s armour when
dropped at a landing site.

If you fly over skirmishing troops, destroy
the enemy soldiers and hover over the
MIA, who shout “Over here, HELP!”.
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When you're over the MIA, a rope ladder
is winched down. The MIA grabs the
ladder and is winched up.

At the beginning of Campaign 1 there are

at least 20 MIAs located around the desert.

As the campaigns go by the MIAs are
gradually killed. With that in mind, it’s to
your advantage to take out all the enemy
ground troops you come across.

When you reach the radar site you find
one AAA inside the fence and one just
outside. The AAAs begin to shoot at you
as soon as you are in range. Destroy the
AAAs with either your chain gun or a
couple of hydras.
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As soon as you are safe from AAA fire,
attack the radar dish. Since the dish cannot
fire back there is no need to use any heavy
weapons on it — give it a taste of the chain
gun.

After you destroy the radar dish press F10
or 0 to go the Map Screen. When you left
this screen you were looking at the
information on AAAs so move the pointer
to the Map button and left-click.

As you see, the radar site you just
destroyed no longer appears on the map.

Fly north towards the remaining radar site,
picking up any MIAs you come across.
Destroy the radar site.

At this point you should still have more
than half a tank of fuel. This should be
enough to complete the second mission.

Note: It is unwise to attempt to complete
the objectives out of order.

For example, if you try to complete
mission 2 without first destroying the
radar sites, the enemy’s defence will be
better prepared and you're more than
likely to lose a life.

Your next target is the Power Station. To
get the location of this doomed building,
g0 to the Map and use the Cycle Arrows to
call up the Power Station in the main text
box. The icon will flash on the map.

Cycle through the enemy weapons to find
a safe route to the Power Station.

Try flying north and east, avoiding the
heavily defended airfield.



Enemy buildings and tents sometimes
contain useful supplies.

Take out the Rapiers and AAAs guarding
the Power Station. If you still have plenty
of tuel, you might take the time to destroy
the Power Station with your chain gun and
save your Hydras and Hellfires for targets
that shoot back.

Notice a toolbox appears in the crater left
by the destruction of the Power Station. Go
to the Map and check how much armour
you have. The Toolbox restores the
Apache’s armour to full strength.

At this point the helicopter could probably
use some fuel and some ammo. There is a
crate in one of the barracks to the south
and some fuel drums nearby.

The next target is the two airfields. Both
targets are very well defended. Try to
sneak up on the AAAs and Rapiers and
destroy them before they turn around and
fire.
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Never hesitate to retreat. If you take
several hits and find your armour
dangerously low, tly to the nearest landing
site and drop off any MIAs. This action
restores your armour points and you can
return to your present objective with a
new lease of life. If possible, always have
an MIA on board.

Finish destroying the airfield. You have to
take out all the planes and all the buildings
before the airfield is considered destroyed.
If in doubt, check the Map. If the icon still
appears on the Map, then at least one
object critical to the airfield remains intact.

Destroy the other airfield.

Before moving on to the Command
Centres, make sure the Apache is well
armoured, fuelled and armed.

When you destroy a Command Centre, the
enemy commander attempts to escape.
Chase the commander and take him
prisoner. Only then do you learn where
the spy is being held captive.




Al the site where the spy is located you
find three buildings. One of the buildings
conceals a trap door leading to an
underground complex. Destroy each
building until you find the trap door.

Fly above the trap door and the Apache
automatically lands. The Co-Pilot runs in
to rescue the spy.

In the meantime, a few VDA guns appear
on the scene. Destroy the guns and the Co-
Pilot and spy emerge from the trap door.
Pick up the Co-Pilot and spy, and return to
the frigate.

After you land, you and your Co-Pilot
celebrate on the deck of the frigate and
your commander gives you a summary of
your score.

Campaign 2 - Scud Buster

This campaign takes place at midday.

In Campaign 1 you established Air
Superiority. Now it’s time to take out the
madman’s scud launchers. As in
Campaign 1, first you need to destroy the
enemy’s radar sites. Complete the
following six missions in order.

1. DESTROY RADAR SITES

This time there are three sites to destroy,
and two are well defended.

2. START A JAILBREAK

password

Notice the password given to you at this
screen. Write the password down.

For more information on the role of
passwords, please see The Password.
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hole blasted in prison wall

Make sure you clear the area before you
blast a hole in the jail. If the area is not
secure, the escaping prisoners may be
destroyed before you can pick them
up.You only need to pick up ten prisoners
for the mission to be a success.
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3. DESTROY THE POWER STATION

enemy soldier

This target is well guarded, but you should
be able to demolish it without taking too
much damage if you know how to dodge
the enemy’s weapons.

4. DESTROY THE CHEMICAL WEAPONS
COMPLEX

/

destroyed facility

Make sure you have plenty of armour and
ammo before attempting this mission.

17

5. DESTROY THE SCUD LAUNCHERS

scud missile launched

After you destroy the chemical weapons
complex, the Scud commanders start
getting nervous and decide to make a run
for it rather than risk facing the shame of
being caught like rats in their own holes.
Now is your chance to capture them and
find out the locations of the Scud
launchers.

Firstly, check the map and find out where
the Scud commanders headquarters are
located. Fly from headquarters to
headquarters, blasting each one into
oblivion and capturing the commander.

As you capture each Scud commander, a
Scud launcher site appears on the map. Fly
to the launchers and see if you can destroy
them before a missile is launched.

There are six launchers in all, destroy at
least five of them to complete the mission.



6. RESCUE PRISONERS OF WAR

hole blasted in barracks

With enough ammunition, fuel, and the
intuition it takes to stay alive, you'll be
able to complete this rescue and return to
the frigate for new orders.

There are 16 POWSs in all. You need to
rescue 14 of them. Don’t let more than 2
men be destroyed or all your work up
until now will have been for nothing.
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Campaign 3 - Embassy City
This campaign takes place in the early
evening.

1. RESCUE U.N. INSPECTORS

minaret UN inspectors

The United Nations inspectors are under
attack near the hotel. Fly in and destroy
the enemy tank and ground troops. If you
hit the U.N. Inspectors you’ll have to start
the campaign again — so be careful.

2, DESTROY BIOLOGICAL WEAPONS
COMPLEX

chemist escaping
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There is a large biological weapons
complex in the northwest area of the
desert. The head scientist is hiding in a
biological weapons factory surrounded by
seven other similar looking structures.
Destroy the buildings to find and capture
the scientists. When you find the head
scientist he gives you the locations of the
underground missile silos.

3. DESTROY UNDERGROUND MISSILE
SILOS

missile silo

In this mission the silos are covered by
sand dunes, so you have to do some
searching. Use the chain gun to locate the
silo’s armoured covering, (listen for the
sound of ricochet when you hit the correct
sand dune), then see if you can blow up
the silo before the missile is launched.
Sometimes the explosion from the silo can
detonate a fuel drum, ammo crate, or other
object in the area, so you might want to
pick up supplies before destroying the silo.

—r .

4. RESCUE THE PILOTS LOST AT SEA

attack boat

life raft

This mission is fairly easy. Destroy the
enemy attack boats without hitting the life
raft and then pick up the pilots. One of the
pilots has a valuable piece of information.

5. DESTROY THE POWER STATION

You learn from one of the rescued pilots
that the power station contains a radar
system which alerts the madman’s yacht of
potential threats. You have to destroy the
power station before attempting the
difficult rescue at the yacht.



6. RESCUE PRISONERS ON MADMAN’S
YACHT

drowning prisoner

After you destroy any enemies in the area,
blow a hole in the yacht. The prisoners will
leap into the water one by one. Captivity
has made the prisoners weak and they
cannot stay afloat long, so you'd better
have a good Co-Pilot. Be careful not to
bump into the yacht, as the time it takes
you to recover control might cost a
prisoner his life. If you let more than four
prisoners drown you have to start the
campaign again.

7. CAPTURE THE ENEMY AMBASSADOR

Here you face the heaviest fire power you
have encountered so far. Make sure you
have a full load of ammo and know where
you can get more. Before approaching the
area take out the radar station which is
providing early warning information.

If you're not careful it’s possible to lose a
number of lives here in a very short period
of time.

8. EMBASSY RESCUE

bus

landing site

Your last mission in this campaign is to
rescue the 12 officials held captive in the
embassy building. In order to drop off the
Co-Pilot you must first destroy the enemy
helicopters. Once they have been
destroyed a landing zone appears. Your
Co-Pilot jumps out to drive the bus, so
from here on in you're in control of the
gun.
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Land on the “X” and the rescue sequence
begins (provided the In Game Movie
Sequences are on).

After you destroy all the enemies' defenses,
blast open the gate in front of the bus.
Your Co-Pilot knows where the Navy
Seals’ camp is located and drives the bus
there. The bus is very vulnerable and
cannot take much of a beating. You must
escort the bus.

If the bus is destroyed your Co-Pilot is
listed as MIA and you have to start the
campaign again.

Campaign 4 - Nuclear Storm
This campaign takes place at night.

1. PROTECT THE OIL FIELDS

landing sight oil tank

There are two objectives in this mission: to
airlift the commandos to the landing sight
in the middle of the airfield and to destroy
all the enemy tanks around the oil fields. If
you allow the enemy to destroy too many
of the oil tanks you will be called back to
the frigate and have to begin again.

It's important to pick up all the
commandos at once. Because the
commandos are hoping to use the element
of surprise, their landing site can only be
used once. If you don’t drop off enough
commandos on your first landing you
won’t be able to complete this first
mission. -

2. STOP THE OIL SPILLS

attack boat oil spill

A good Co-Pilot comes in useful here.
Before you attempt to close off a pipe it's
best to take out the enemy forces stationed
near the oil dock. Once the area is safe, go
ahead and fire at the end of the pipe. In
order for the oil to stop gushing out you
have to hit just the right spot on the pipe.
Now you're on your own. Make sure you
read all the information presented to you
on the screen.

Completing the game is hard — but far
from impossible.
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Weapons Appendix

Chain Gun inflicts 3 points of damage
Hydra inflicts 25 points of damage
Hellfire inflicts 100 points of damage

ENEMY ARMOUR POWER
WEAPON (DAMAGE)
AK47 10 Points 5 Points
APHID 25 Points 75 Points

50 Points 20 Points

RAPIER 75 Points 100 Points
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carries 600 points of
armour

RATE OF SPEED OF
FIRE PROJECTILE
0.5 Sec. Fast

3.0 Sec. Fast

0.5 Sec. Fast

2.5 Sec. Fast
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ENEMY ARMOUR POWER RATE OF SPEED OF
WEAPON (DAMAGE)  FIRE PROJECTILE

100 Points 25 Points 0.33 Sec Very Fast

150 Points 40 Points 0.33 Sec. Very Fast
GUNBOAT 150 Points 50 Points 1.25 Sec. Very Fast
CHOPPER 150 Points 100 Points 1.5 Sec. Very Fast
M48 200 Points 100 Points 2.5 Sec. Very Fast
CROTALE 250 Points 150 Points 2.0 Sec. Slow
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Problems With the Game?
Technical Support

If you have questions about the program,
our Technical Support Department can
help. If your question isn’t urgent, please
write to us at:

Electronic Arts Technical Support

P.O. BOX 835,
Slough, Berkshire
SL3 8XU

Please be sure to include the following
information in your letter:

. Product name (Desert Strike Amiga)

. Type of Amiga you own (A500),
A600, A1200, etc)

. Any additional system information

(like type and make of add-ons,
memory upgrades, printer, hard
drives, etc.)
Workbench version number
° Description of the problem you're
having
If you need to talk to someone immediately,
call us on 0753 546465, Monday to Friday
between normal business hours. Please have
the above information ready when you call.
This will help us answer your question in
the shortest possible time.
If you live outside of Europe, you can
contact one of our other offices.
In the United States, contact: Electronic Arts
Limited, I’.O. Box 7578, San Mateo, CA
94403-7578.
Phone (415) 578-0316.
In Australia, contact: Electronic Arts Pty.
Limited, P.O. Box 539, Ashmore City,
Queensland 4214, Australia.

Phone: (008) 074-298.
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Electronic Arts Limited
Warranty

Electronic Arts warrants to the original
purchaser of this Electronic Arts software
product that the medium on which this
computer program is recorded is free from
defects in materials and workmanship for
a period of ninety (90) days from the date
of purchase. This Electronic Arts software
program and manual are sold “as is,”
without express or implied warranty of
any kind, and Electronic Arts is not liable
for any losses or damages of any kind
resulting from use of this program.
Electronic Arts agrees for a period of
ninety (90) days to either repair or replace,
at its option, free of charge, any Electronic
Arts software product, postage paid, with
proof of purchase, at the Electronic Arts
Warranty Department. This warranty is
only applicable to normal wear and tear.
This warranty shall not be applicable and
shall be void if the defect in the Electronic
Arts software product has arisen through
abuse, unreasonable use, mistreatment or
neglect.

LIMITATIONS

Any implied warranties applicable to this
software product, including warranties of
merchant-ability and fitness for a particular
purpose, are limited to the ninety (90) day
period described above. In no event shall
Electronic Arts be liable for any special,
indirect or consequential damages resulting
from the possession, use or malfunction of
this Flectronic Arts software product. These
terms and conditions do not affect or
prejudice the statutory rights of a purchaser
in any case where a purchaser is a consumer
acquiring goods otherwise than in the course
of a business.




RETURNS AFTER
WARRANTY

To replace defective media after the ninety
(90) day warranty period has expired, send
the original faulty disk or disks to
Electronic Arts” address below. Enclose a
statement of the defect, your name, your
return address, and a cheque or postal
order for £5.75. per replacement disk.

Electronic Arts

Customer Warranty
P.O. BOX 835,
Slough, Berkshire
SL3 8XU

Please be sure to include full details with
your letter.
If you have any queries about this product,
call us on (0753) 546465 Monday to Friday
during normal business hours.
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Notice

ELECTRONIC ARTS RESERVES THE
RIGHT TO MAKE IMPROVEMENTS IN
THIS PRODUCT DESCRIBED IN THIS
MANUAL AT ANY TIME AND
WITHOUT NOTICE.

THIS MANUAL, AND THE SOFTWARE
DESCRIBED IN THIS MANUAL, IS
UNDER COPYRIGHT. ALL RIGHTS ARE
RESERVED. NO PART OF THIS
MANUAL OR THE DESCRIBED
SOFTWARE MAY BE COPIED,
REPRODUCED, TRANSLATED OR
REDUCED TO ANY ELECTRONIC
MEDIUM OR MACHINE-READABLE
FORM WITHOUT THE PRIOR WRITTEN
CONSENT OF ELECTRONIC ARTS
LIMITED, P.O. BOX 835, SLOUGH,
BERKS SL3 8XU, ENGLAND.
ELECTRONIC ARTS MAKES NO
WARRANTIES, CONDITIONS OR
REPRESENTATIONS EXPRESS OR
IMPLIED, WITH RESPECT TO THIS
MANUAL, ITS QUALITY,
MERCHANTABILITY OR FITNESS FOR
ANY PARTICULAR PURPOSE. THIS
MANUAL IS PROVIDED “AS 1S”.
ELECTRONIC ARTS MAKES CERTAIN
LIMITED WARRANTIES WITH RESPECT
TO THE SOFTWARE AND THE MEDIA
FOR THE SOFTWARE. IN NO EVENT
SHALL ELECTRONIC ARTS BE LIABLE
FOR ANY SPECIAL, INDIRECT OR
CONSEQUENTIAL DAMAGES.

THESE TERMS AND CONDITIONS DO
NOT AFFECT OR PREJUDICE THE
STATUTORY RICHTS OF A PURCHASER
IN ANY CASE WHERE A PURCHASER 1S
A CONSUMER ACQUIRING GOODS
OTHERWISE THAN IN THE COURSE OF
A BUSINESS. :



Credits

Original Game Design: John Manley, Mike Posehn

Amiga Version

Lead Programmer: Gary Roberts

Additional Programming: David Colclough

Artwork: Jon Law, Carl Cropley, Damon Redmond

Music & Sounds: Jason A.S. Whitely

Documentation: Clive Downie

Manual Layout: Chris Morgan

Product Testers: Nick Goldsworthy, David Bowry, Graham Harbour,
Bryan Beckstrand

Quality Assurance: Peter Murphy

Product Manager: Andrew Corcoran

Assistant Producer: Matthew Webster

Producer: Steve Wetherill

Thanks to the McDonnell Douglas Aircraft Corporation for supplying the Apache
photographs and technical information used in the game.

Desert Strike is a trademark of Electronic Arts.
Amiga is a registered trademark of Commodore-Amiga, Inc.
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Copyright Notice

This program is protected under UK
copyright law, and may not be copied,
hired or reproduced, or otherwise
modified without the consent of the
copyright owner.

Warning

It is a criminal offence to sell, hire, offer or
expose for sale, or otherwise distribute
infringing copies of this computer
program and persons found doing so will
be prosecuted. Any information on piracy
should be passed to FAST in Tel: (0628)
660377

Electronic Arts Hintlines!

Need a hint? Night or day?
Call the EA HintLine!

Electronic Arts are pleased to announce
our new customer service HintLines. You
can now get the facts on how to get the
most from your Electronic Arts games, 24
hours a day, 7 days a week!

Need a hint?
Dial 0839 106001

John Madden Football tips, all cartridge
versions, John Madden Football passwords
original Sega only, Bulls Vs Lakers Sega

Dial 0839 106002

Faery Tale Adventure Sega, F-22 Interceptor
Sega, Desert Strike Sega and Amiga

Dial 0839 106003

Bards Tale III, The Immortal hints

Dial 0839 106004

James Pond II Sega, Road Rash Sega and
Amiga, Shadow of the Beast Sega

Dial 0839 106005

Might & Magic Sega, Rings of Power Sega

Dial 0839 106006

Starflight, Black Crypt Amiga

Calls charged at 36p (cheap rate) and 48p
(at all other times) per minute inc. VAT.
Average length of call 4 minutes, call
length determined by caller.

If you are not responsible for paying the
telephone bill, please get permission
before calling.

All information correct at time of going to
press, services subject to change without
prior notice.

Service provided by Telecom Express, I.O.
Box 1AH, London, W1V 9LD.



Artist’s Biographies
Gary Roberts

In his 21 years on the planet, Mad Gaz (as
he likes to be known), has perfected the art
of dicing with death. When he’s not
programming you'll find Gary flying
gliders, swooping through the skies of
Southern England in a hang-glider and
doing a spot of paragliding. As if that
wasn’t enough he drives too fast and
collects cuddly toys, usually in the shape
of apes and monkeys — he insists that
insecurity is not a problem.

Having worked on the Amiga version of
John Madden American Football, Gary
was a natural candidate for the Lead
Programmer position on the Desert Strike
project.

Programming “all the important bits” was
a momentous task, but one that Gary
performed with ease; many a night he
could be seen hunched over the keyboard,
coffee in one hand, his favourite stuffed
ape in the other.

The success of Desert Strike will see Gary
jetting off into the sunset, bound for
Jamaica. There, although he says
relaxation will be top of the agenda, he’ll
probably end up jumping cars off
waterfalls, wrestling sharks or buying
more cuddly toys.

David Colclough

The man responsible for any part of Desert
Strike that “isn’t the bit where the
helicopter flies around” is Dave Colclough.
The game Dave is best remembered for is
Shadowtfire on the C64, but we don’t hold
that against him. Instead we have used his
skill and experience to give Desert Strike
the polished and highly desirable menu
screens, animations and intro that it
deserves.

Dave'’s other skills include riding a large
motorbike, looking like he rides a large
motorbike (BIG boots!!), putting up other
programmers and converting people to the
ways of all-weather biking.

Oh — one other thing. If you ever see a
flash of black, quad-spam ninja, fuel-
injected, death on wheels shoot past you
— shout hello to the hunched up
programmer pressed against the fuel tank,
you might just make his day.
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